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Study on the Influence of player's behavior, depend on the Event in the Games.
Himuka MABUCHI'ENDOH Masanob"

" Tokyo Polytechnic University 2-9-5 Honcho, Nakano-ku, Tokyo, 164-8678, Japan
E-mail: ! deasolte@gmail.com, iim.endo@game.t-kougei.ac.jp

Abstract Some may feel the hunger to see the Dining scene. We thought occurs attractant action to feel the hunger by
dining scene in the game. Therefore, we have started our investigation of Attractant action of game, and we got results.

KeywordsDigital games, Attractant action, Food and drink, Pilgrimage to scared place, Character, Imitation
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